Teaches reading readiness 


Level 1 skills... 


builds vocabulary... 
and stimulates reading 
for pleasure 
through imaainative 
activities, 
colorful graphics 


EARLY LEARNING SOFTWARE SERIES 
READING READINESS SOFTWARE 


With the help of Miss Mouse and her Forest Friends, children 
learn 60 commonly taught sight words through rhyming 
and picture clues. These carefully structured reading activities 
reinforce reading instruction children are receiving in school 
and provide practice in following simple instructions. 


@ Resource Guide includes language arts, 
music and art activities to extend the fun. 


® Three color-coded keys (stickers included) 
make it easy for children to respond. 


® Colorful graphics and entertaining music 
motivate learning. 


-@ Field tested with children and teachers in the 
United States and Canada. 


THE STORY OF MISS MOUSE is part of the Early Learning Software 
Series from Grolier, the world’s leading publisher of encyclopedias, 
including the Encyclopedia Americana, the Academic American 
Encyclopedia (print and outline), and The New Book of Knowledge 
Encyclopedia; and founder of Disney’s Wonderful World of Reading and 
The Beginning Readers Program. THE STORY OF MISS MOUSE 

is produced by Mindflight Technology, Inc. 


Look for these other exciting early learning computer software products 
from Grolier Electronic Publishing: Rhyme Land, First Steps To Reading- 
Phonics I and II, Exploring Your World, Play Together-Learn Together, 
and more to come. 


Grolier Electronic Publishing, Inc. 


SHERMAN TURNPIKE, DANBURY, CONNECTICUT, 06816 © (800) 858-8858 


Grolier Electronic Publishing, Inc. 
SHERMAN TURN 


PIKE, DANBURY CONNECTICUT 06816 


GROLIER’S EARLY LEARNING SOFTWARE SERIES 
© 1985 Grolier Electronic Publishing, Inc. 
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EARLY LEARNING SOFTWAKE SERIES 
FOR AGES 4-7 


THE STORY OF 


The Story of Miss Mouse 


Created by Mindflight Technology Inc. 

for Grolier Electronic Publishing, Inc. 

Written by Mariota Hemlow and Mary Howarth 
Programmed by Ernie Foster, Lino Gobi, Ian Tussart 
Artwork by Sharon Taylor and Gene Tarpey Design 
Documentation by Peggy Sherman, Laurie Batchelor 


Software ©Copyright 1985 

Mindflight Technology, Inc. 

Resource Guide °Copyright 1985 

Grolier Electronic Publishing, Inc. 

Miss Mouse™ and other program characters 

are trademarks of Grolier Electronic Publishing, Inc. 
Diversi-DOS™ Copyright 1982, DSR, Inc. 

All Rights Reserved 

Printed in the United States of America 

The software accompanying this Resource Guide is copy protected. 
Neither the software nor the Resource Guide may be reproduced or 
transmitted in any form or by any means without prior express 
permission of Grolier Electronic Publishing, Inc. 

This disk contains a high-speed operating system called 
Diversi-DOS™ which is licensed for use with this program only. To 
legally use Diversi-DOS with other programs, you may send $30 
directly to: DSR, Inc., 5848 Crampton Ct., Rockford, IL 61111. 
You will receive a Diversi-DOS utility disk with documentation. 
The software accompanying this Resource Guide is designed to 
be used on Apple® personal computers and Commodore 64° 
personal computers as described. Apple is a registered trademark 
of Apple Computer, Inc. Commodore is a registered trademark of 
Commodore Business Machines, Inc. 
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PART I—HOW TO OPERATE THE PROGRAM 


What is in the Package? 


The Story of Miss Mouse package contains: 

The Story of Miss Mouse program disk 

Six sets of red, white, and blue non-toxic reusable stickers 
This Resource Guide 

A Warranty Card 


What Computer Keys are Used? 


The Story of Miss Mouse does not require that the child 

memorize any commands, since instructions will always appear 

on the screen. All the different keys the child will use are listed 

below. If the child does not know where they are on the 

keyboard, help him or her locate them before starting. 

* Use the letter keys as on a standard typewriter. Do not use the 
letter “L” for the number “one” or the letter “O” for “zero” 

* Press RETURN to enter a response. 

¢ When typing anything other than the commands the 
computer is programmed to accept, nothing will happen. 


COMMODORE 64 

¢ Use the INST/DEL key to erase. 

¢ Use the RETURN key to enter a response. 

¢ Use the number keys 1, 2, 3, and 4 to choose activities. 

¢ Use the fl, f3, and f5 oe located on the right side of the 
keyboard to choose a response. 

¢ Use the f7 key to go back to the MENU. 


APPLE 

° Use @ to erase. On the Ile and IIc, the DELETE key will 
also erase. 

Use the left and right arrow keys to choose the option, 
music or no music. 

Use the RETURN key to enter the response. 

Use the number keys 1, 2, 3, 4, and 5 to choose activities. 
Use the number keys 1, 2, and 3 to choose a response. 
Use the ESC key to go back to the MENU. 


What Can Be Learned from this Program? 


Children will discover the meaning of rhyming words by seeing 
picture clues. They respond by pressing the keys that have been 
color-coded with the enclosed keyboard stickers. They consol- 
idate the new vocabulary by matching a rhyme to the screen 
action and then matching words to the action on the screen. 


Sixty of the most commonly taught words taken from the Dolch 
Reading List and an analysis of basal readers are introduced 
and repeated throughout the program. The Dolch Reading List 
is a list of words frequently used in developing children’s 
reading series. 


How Much Help is Needed?* 


The Story of Miss Mouse can be followed easily by a child 
who is a beginning reader. Younger children will need adult 
supervision to read the instructions and rhymes. Since the 
words and picture clues are repeated throughout the program, 
children quickly make the connection between the words and 
picture clues and are able to work on their own. 


How to Get Started? 


The software is easy to use and requires little or no previous 
knowledge about computers. To use The Story of Miss Mouse 
program you need the following equipment: 


COMMODORE 

1. A Commodore computer with 64K of RAM memory. 

2. Acolor video monitor or a television set with a RF modulator. 
Programs will work on a monochrome monitor, however, 
the program is much more effective in color. 

3. A Commodore 1541 disk drive. 

4. The Story of Miss Mouse program disk. 

5. Red, white, and blue keyboard stickers. 


“Note: 

1. Regional speech differences may influence rhyming patterns 
in a small number of cases. 

2. Capital letters were used throughout The Story of Miss 
Mouse to make the print more readable. 


APPLE , 

1. An Apple computer— Ile, Illc, or II or II+ with 64K of RAM. 

2. Acolor video monitor or a television set with a RF modulator. 
Programs will work on a monochrome monitor, however, 
the program is much more effective in color. 

3. A 16-sector Apple disk drive. 

4. The Story of Miss Mouse program disk. 

5. Red, white, and blue keyboard stickers. 


Next, help the child start or “boot up” The Story of Miss 
Mouse disk. 


COMMODORE 

1. Place the keyboard stickers on the fl, £8, and f5 keys on 
the right side of the keyboard. Place red on the fl key, — 
white on the f3 key, and blue on the £5 key. 

2. Turn on the monitor or television set, the disk drive and 
then the computer. The computer should always be turned 
on last. 

3. Open the disk drive door. 

4. Insert the disk with its label facing upward. 

9. Close the disk drive door. 

6. Type the load command: LOAD “MIND”, 8.1. 

Press RETURN. 

7. When READY appears on the screen, type: RUN. 
Press RETURN. 

8. The program will load ean 

9. Have the child type his or her name. 

Press RETURN. 

10. The MENU will list the activities. Type 1, 2, or 3 to choose 
an activity. It is recommended that the activities be done in 
order. 

Press RETURN. 

11. If the child wishes to return to the MENU to select an 
alternate activity, have the child press the f7 key. 

12. Press #4 on the main MENU to end the program. 


APPLE 

1. Place the keyboard stickers on the number keys 1, 2, and 3. 
Place the red sticker on #1, the white sticker on #2, and 
the blue sticker on #3. 

2. Open the disk drive door. 

3. Insert the disk with the label facing upward. 

4. Close the disk drive door. 

5. Turn on the monitor and the computer. 

6. Options screen will appear allowing the choice of music or 
no music. Use the left and right arrow keys to make your | 
choice. 

Press RETURN. 

7. Have the child type his or her name. 
Press RETURN. 

8. The MENU will list the activities. Type 1, 2, or 3 to choose 
an activity. It is recommended that the activities be done in 
order. 

Press RETURN. 

9. If the child wishes to return to the MENU to select an 
alternate activity, have the child press the ESC key. 

10. Press the #4 on the main MENU to choose the option 
of music or no music. 
11. Press *5 on the main MENU to end the program. 


COMMODORE and APPLE : 

Press the RETURN key after each response. If the child gives 
an incorrect response, the program will indicate this on the 
screen and additional opportunities will be given for the child 
to respond. Encourage the children to read the rhymes and 
responses aloud to reinforce the sounds of the rhymes. 


PART II—PROGRAM DESCRIPTION 


What is the Story of Miss Mouse? 


This reading readiness program features The Story of Miss 
Mouse and her forest friends. Through a carefully structured 
reading activity, the child discovers the meaning of rhyming 
words by seeing picture clues and responds by pressing color- 
coded keys. By choosing the correct color, the child makes the 
story unfold on the screen. In two successive activities, the child 
consolidates the new vocabulary by matching a rhyme to screen 
action and then matching rhyming words to the action on the 
screen. This program leads the child to an awareness of specific 
words by introducing 60 words in the context of simple rhyme. 


What is the Target Age Group? 


The Story of Miss Mouse is written for children 4 to 7 years 

of age. The beginning reader should be able to follow the 
program easily. The younger child may need adult supervision, 
but will quickly make the connection between the words and 
the picture clues. 


PART IIJ—EDUCATIONAL OBJECTIVES 


What are the Objectives of the Program? 


Children will: 

¢ Develop the concept of rhyme. 

¢ Increase sight vocabulary to 60 words. 

¢ Develop visual discrimination skills. 

¢ Develop the ability to use picture clues to identify words. 

¢ Develop decoding skills through the use of animated 
picture clues. 

¢ Develop comprehension skills. 

¢ Learn to follow simple sequential instructions. 

¢ Read for pleasure. 


PART IV—EXTENDED ACTIVITIES 


The following activities are designed to provide suggestions 
for use in the classroom or at home with small groups or 
individual children. 


LANGUAGE ARTS 


1, 


“Animals”—Let each child play the part of one of the animals 
from the program. Encourage each child to adopt the 
appropriate manner of the animal’s movement, such as the 
slow, slithering movement of the snake, as they re-enact the 
story. Have the children in the audience chant the story line, 
for example, “In came the snake with a cake?’ stressing the 
rhyming words. 


. “Expand the Story”—Discuss a possible background for 


the story line, for example, “Why was the snake bringing a 
cake to Miss Mouse?” Allow the children to choose between 
acting out the story or creating a puppet play. Props can be 
designed during an art class, for example, decorate a 
cardboard box “house” after removing the bottom of the box. 


. “Rhymes”— Have each child write a rhyme. Suggest a 


simple pattern such as, “This is a fox. This is a box. This is 

a fox in a box” Have the children illustrate their rhymes 

so that they can be bound together in a booklet to be shared 
with others or placed in the school library. 


. “Poetry”— Have the children listen to records or tapes that 


feature poetry written in rhyme such as lively versions of 
nursery rhymes. Cards can be made to list activities using 
rhyme such as, “List rhyming word pairs from The Three 
Little Kittens and “Draw a picture of a poem” 


. “Picture Story”— Create a picture story as a group activity 


on a flannel board or on large chart paper. Use the vocab- 
ulary words found in the program. Have volunteers come 
up to place prepared vocabulary word cards next to the 
appropriate picture. 


. “Sounds and Rhymes”—Prepare a tape recording of 


commonplace sounds such as a car starting or a bell ringing. 
Children listen to identify the sound and then think of words 
that rhyme with the item or its sound, such as bell-fell. 


7. “Bingo” —Play Bingo with words. — 

a. Fill out Bingo cards with words. Make “call” cards of words 
that rhyme with words on the playing cards. Have children 
circle the rhyming words or use coins, buttons or shapes 

~ to cover their words until they have “Bingo” 

b. Read aloud words from a list of the vocabulary used in 
the program. Have the children fill in their own blank cards” 
by placing each word in an area of their choice on the 
card. When a child has “Bingo; have the child spell the 
words in the Bingo list aloud. Children with a Bingo must 
have spelled each word correctly to win. 


ART 

1. “Creations”— Have children mold objects of iterms whose 
names rhyme. Use clay, play dough, plasticine, or baking 
dough. Encourage the children to fashion the objects in a 
way that they interact with each other. 

2. “Flexible Creations” — Have the children use pipe cleaners to 
make their own creations. They could illustrate the entire story 
of Miss Mouse, any nursery rhyme, or other rhyming words. 

3. “My Story”—Have children draw their own version of The 
Story of Miss Mouse and write the words beside each object 
if possible. : 

4. “Puppets” — Have children create their own puppets from 
The Story of Miss Mouse using paper bags or socks. 


MUSIC : 
“Animal Movements”—Atfter a brief discussion of the music 
that is associated with each of the animals in the program, 
play a music selection of your choice. During appropriate 
sections of the music have the children engage in animal- 
type movement, such as, all crawl like Smiley Snake. 
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— Please detach and retain for your records — 


Grolier Electronic Publishing 
Sherman Turnpike, Danbury, CT 06810 


For information and service please call: | 
800 858-8858, Ext. 3530 or 3531 (in CT call 797-3500) 
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Please fill out and return this card so we can continue to meet the needs of our customers 


~ CUSTOMER INFORMATION 


eR eee ak 
Address 
Si Otek eee eee Code 


Telephone: Hogi. en ere 
CUSTOMER PROFILE 


1. For what use was this software purchased? L] School £1 Home O Other 
2. Approximately how each do you spend on software each year? $ 
3. Where did you purchase this software? 
C] Copautat store [) Computer department in retail store C] Through catalog/brochure 
-O Other : 


4. How did you first learn about Grolier Software? — 
Advertisement CL] Friend/ Business Associate LL) Telephone [) Other 


5. Please supply us with the name onl address of a iene for our mailing list. 
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LIMITED WABRAN TY 


GROLIER ELECTRONIC PUBLISHING warrants to the original pur- 
chaser that the magnetic diskette containing the program(s) will be free from 
defects in material and workmanship for a period of ninety (90) days from 
the date of purchase. If during this period a defect should occur, GROLIER 
ELECTRONIC PUBLISHING will replace the diskette free of charge, pro- 
vided the diskette is returned to the Customer Service Department of 
GROLIER ELECTRONIC PUBLISHING, Sherman Turnpike, Danbury, 
Connecticut 06816, by the original purchaser of the diskette within the 
aforesaid 90-day period. - 


GROLIER ELECTRONIC PUBLISHING shall not be responsible for in- 
cidential or consequential damages resulting from any breach of warranty. 
The above limited warranty constitutes the sole and exclusive remedy of 
the purchaser and is in lieu of all other warranties, express or implied. ALL 
IMPLIED WARRANTIES OF MERCHANTABILITY OR FITNESS 
FOR A PARTICULAR PURPOSE ARE HEREBY SPECIFICALLY 
DISCLAIMED. 
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